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© Improvements in and relating to video game machines. 



© A video game machine wherein a user plays a 
card game on payment of money. It is not possible 
to win money by playing the card game as the 
return from the machine has a maximum value of the 
user payment to play the game. In the card game, a 
number of cards are displayed and a score is given 
for the combination according to the rules of poker. 
If a sufficiently good "hand" is achieved the game is 
continued in the form of a card value game where a 
user guesses the value of a comparison card dis- 
played face down relative to an initial card displayed 
face up. 
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Improvements in and rj 

The present invention relates to video games 
2nd in particular to these whic.l are played in 
public placos. 

It is known to provide 3 video game machine 
wnicii is played by 3 user in trie hece of winning 
mcney. Generally speaking, little skill is involved in 
playing the video games and gambling is the es- 
sential feature. US Patent Scecificaticn Mo. 
-i.350.t6i (Tagasago) and UK Patent Specification 
Ncs. 2. 169.737 (JPM) and 2.169.7G6 (JPM) de- 
scribe various viceo card game machines. Gen- 
erally speaking, little ski it is involved and "he ma- 
chines are played in the hope of winning a pnz9. 

The present invention is directed rewards pro- 
viding a video game machine which provides 
amusement fcr a player ana which aces not involve 
gambling. 

According to the invention, there is provided a 
game playing method tor a video game machine 
comprising the steps of:- 

receivmg a user payment of currency or tokens 
representing currency; 
directing the playing of a video game ; 
discensing a refund of value up to but net exceed- 
ing that of the user payment according to user 
success at the video game; and 
ending the video game. 

According to another aspect of the invention, 
there is provided a video game machine having a 
visual display unit, a user control panel, rececticn 
means for reception of 3 user payment, and a 
control unit tor directing the piaying of a viceo 
game and the dispensing of a refund of maximum 
value uo ;o. cut not exceeding that of the user 
payment according to user success at :he video 
game. 

it vi il be acpreciated that because the viceo 
game machine of the invention only oiscenses a 
refund, and the maximum value of the refunc is 
.ess than or ecuai to the user payment, the ma- 
chine provides not only amusement tor a player 
out aiso a target to ce aimed at. without gambling 
pemg involved. This is an imccrtant feature oi ;he 
invention as heretofore, viceo game macrvnes have 
either mveived samciing or have not dispensed 
any return /vnai-se-ever, in wmch case :( :•; difficult 
ro nolo 1 players interest. 

In one emccdiment of the invention. :>*•«* vicao 
game ncudss 1 ccmonaticn care game 21-.C -n* 
siec o; piavino the ccmrinsticn earn ;aini; rom- 
ances he suc-tc-cs :-f: • 
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to videc game machines 
cares ; 

assigning a score to he displayed cards inclucinp 
the drawn card; 

repeatedly displaying a drawn care ;n piace of a 
5 displayed card a numcer of times uc to a ore-set 
maximum number of times: and 
assigning 3 score to the dsciayed cards aach time 
a drawn card is displayed. 

Such 3 combination card game is verv interest- 
;o mg and involves both an element of chance mc 
aiso sxiil as a user must make decisions with 
regard to the drawing :t cards. 

Ideally, a card value game is initiated if a pre- 
set score is achievec by a user at the combination 
15 card game. 

This provides an additional incentive to a piay- 
er to succeed at the combination card game. 

In one emccoiment. the card value game in- 
vclvest- 

20 displaying an initial playing card race up: 

displaying a comparison playing card race down; 
receiving 3 user guess as to the value of the 
comparison card relative to the initial card: 
ending the game if the guess is wrong or, if the 

;s guess is correct, incrementing ;he user score and 
initiating another card value game by displaying 3 
further initial card and a comparison card. 

Such a card value game involves quite an 
amount of skiil and each time a player plays the 

to care value game ne or she is taking the chance 
that the score .vnicn has seen assigned wiii either 
be lest or will be doubled, thus, there is an addi- 
tional target to be aimed at. while at the same time, 
the maximum refund which may be achieved after 

;s a number of successful card value games is less 
! hen or equal to tne user payment. 

In one aspect ot the invention, the card value 
game Is continued by assigning 3 score to a set or 
cards displayed in the card value game according 

■a) to the comcmaticn of cards oisoiaveo. 

In this way, a ccnus score may be acmeved. 
purely on chance as a user car.net determine the 
cards which are cisoiayed in :he card /alue game. 

Prereraciy. the comcmation card game, ancvor 
'he card value game are sieved according to the 
ruies of ccker. 

Poxer is a ccc-uiai game and oc "uies are 
generally ,veii 'mown Accordingly . 'nir; arrange- 
ment -vculd be convenient generally. 

■0 Tnn vicso come or ;he .nvenncn may aitsr- 

'i.aiiveiy take the term of 2 -:ui- game :i :o::3ijiy a 
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The nventicn .viil be mere clearly uncerstccd 
rrcm 3ie following description of a preferred em- 
bedment thereof given by way or examcle cniy 
with rererenca :o trie accompanying drawings in 
whicnt- 

Fig. ! is 3 bicck diagram of a video game 
macnine according to the invention; 

Fig. 2 is a block diagram illustrating portion 
of the video game machine in mere detail: 

Fig. 3 ;s a flow diagram illustrating the op- 
eration of the video game machine; 

F.q. 4 is a flew diagram illustrating the op- 
eration of :he /idee game macnine in more detaii; 
and 

Fig. 5 (a; ;o 5 ,0) are lustrations or various 
video display formats acoorcing to the invention. 

Referring to the drawings, and initially to Figs. 
1 and 2 there is illustrated a video game machine 
according to the invention, indicated generally by 
the reference numeral 1. The video game machine 
! comprises a video display 2 a user control panel 
3 and a control unit 4. The viceo game machine 1 
also induces a hocoer and associated sciencics 5 
for recaption or currency or token representing 
currency Coin meters o and indicating lights 7 and 
a ocwer supply 14 are also provided. 

The control unit 4 ;s illustrated m more detail in 
F-g. 2 arc it comprises a microprocessor 3 having 
EPF.Gfvl memorv circuits 3 and RAM memory cir- 
cuits 10 -vith battery back-up tl. The control unit -i 
aisc includes input, ports !2 anc cutout ports 12- A 
dispenser mot sncwni is also provided for discens- 
mg of a refund. 

Referring now to Fig. 2 the operation of the 
video game macnine ; ;s illustrated. In this em- 
bedment, the macnine is programmed to allow the 
claying ct a card game, whicn is initiated on recap- 
tion of a user oayment indicated m step 20 :f Fig. 
3. The clayina of the card game is incicatec at 
steo 21 ana : he control unit 4 assigns a score 
according to user success at the game at stop 22. 
if a ore-set score is achieved the macnine dis- 
penses a refunc ct vaiue up to out not greater than 
the user oayment. The came is then ancec. Alter- 
natively, if a ore-set score is not achieved the 
came is enoeo without oayment of a retuna. The 
stecs of dispensing a refund and of ending -he 
same are indicated cv :he numerals 22 anc l±. 
■ escectiveiv. 

it -vi t i ce appreciated 'he by directing the oiay- 
;ng :r a .-iceo tame n this .vay. ; he -.dec ;arr,e 
machine t.k nv^rmcn may not be jSc<j tor 
camciii'd arte ,vnl :e sieved tor amusement ;n:y. 



Referring new to "gs. 4 ±nc 5 the steo 2' of 
playing the care game >s illustrated in more detaii. 
in step 21(a) five playing cards are disciayed faca 
uo (see Fig. 5 (ai). The control unit - (at step 2i 
= (b))then assigns a score to the disclaveo cares an 
the basis of the combination of disciayed cards 
acoorcing to the rules of peker. This score is 
illustrated at the too 'eft hand side of the video 
display. In stec 21(c) the machine receives instruc- 

ia tiens from a user as to whether or act one of the 
displayed cards is to be reclacac .vith a drawn 
card. The prompt "raise or draw ' for these instruc- 
tions is displayed at the bottom of the video dis- 
play. The user may "raise ' the -stakes before draw- 

?5 ing a card. If a draw instruction is received a 
displayed card is repiacsd by the drawn card and a 
score is assigned to the new set of displayed 
cards. Cards may be drawn up to five times and 
vhen this limit is reached or when a player decides 

20 net to draw another card the machine compares 
the score achieved with a ore-set score in step 21- 
(o). If the score achieved is below the pre-set score 
the game is ended (step 21(h)). The piayer then 
has the opportunity in step 21 (e) to anc play or 

ss avail or an opportunity to increase his or her score 
by making a skilled guess the vaiue of a compari- 
son card with rescect to an initial card according to 
the rtjies of pci<er. The relevant display is illus- 
trated in Fig 5(h). The ; nputs are illustrated on the 

:a video display 2 as "hi", "to" or "stand". If a user 
opts to "stand", he or she retains the displayed 
score and the game is ended. Alternatively a guess 
x is inputted on the controi panel 2 (step 21(f)). The 
macnine determines ;n step 21 (gj if the guess ;t 

55 correct anc. if net. the game is anced. If. however, 
the guess is correct the score achieved by the user 
in the combination card game is doubled and the 
card value game may be repeated. The card value 
■_,ame may be repeated eacn time the user guess- 

so es correctly until five cards are displayed face up 
on the video disciay 2. When this haccens. the five 
cards are cleared from the display and the fifth 
•sard is disciayed on -the left sice of the screen as 
an initial care for a 'urther card /alue game. The 

.:<= procedure is then repeated until 'here ;S a second 
set of five cares disciayec face uc as illustrated in 
Fig. 5 iC). The user is assigned a score m steo 21 
;j) it first and/or second set ot five piaymg sarcs 
disciayed face uo forms a desired pener ocmcma- 

o ion The video game refunds currency or tea ens 
. ^presenting surrency or • .'alue uo to. but act 
exceeding that of the user cavment arppromj to 
'he iser score- H 'he sno of the game. .; .viil ce 
.-.Oreo that ,f ,i ;ser opts ;c " stand" at mv 'ime 
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envisaged that any type of game may be played, 
for example, a quiz game or a game of the "fruit 
machine" type. The important feature is that a 
player does not receive a prize but instead may 
obtain a refund of a value up to but not exceeding 
that of his or her payment. It is envisaged, for 
example, that if the game is a qs'iz game state- 
ments will be displayed on the video display 2 and 
the user will be prompted to indicate whether the 
statement is true or false. A score would be as- 
signed according to the number of correct re- 
sponses made by a player. Generally, the score 
would be in the form of a number of points and if a 
target number of points is achieved a refund may 
be dispensed. 

It is also envisaged that the video game ma- 
chine 1 may be programmed to direct the playing 
of a separate non-payment game in which a user is 
not required to make a payment to initiate the 
game. Prizes may be awarded depending on user 
success. In one example, it is envisaged that such 
a non-payment game would take the form of a quiz 
game in which a large amount of skill is involved. 
In such a quiz game, a user would indicate on the 
control panel 3 that he wishes to play the game 
and the control unit 4, in turn, directs statements to 
be displayed on the video display 2. The player 
must then respond by indicating on the control 
panel whether or not the statements are correct or 
incorrect. The video display 2 would then display 
points awarded according to the number of correct 
responses made by a player. Each time a correct 
response is made, this score is incremented. The 
object of the game is to achieve a pre-set number 
of points for which prizes are awarded. In this case, 
the video machine 1 pays out money where the 
pre-set number of points is achieved. 

If more than one game may be played on the 
video game machine ihese may be either intercon- 
nected or completely separate. 



Claims 

1. A game playing method for a video game 
machine comprising the steps of:- 

receiving a user payment (20) of currency or to- 
kens representing currency; 
directing the playing of a video game (21); 
dispensing a refund (23) of value up to but not 
exceeding that of the user payment according to 
u**cr **■ 'C^ 00 ' n t the video gams; and 
ending the video game (24). 

2. A method as claimed in claim 1 in which the 
video game includes a combination card game and 
the step of playing the combination card game 
comprises the sub-steps of:- 

displaying a plurality of playing cards <2lai. 
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assigning a score (21 b) to the displayed cards 
according to the combination of cards; 
displaying a drawn card in place of one of the 
cards (21c); 

s assigning a score (21 b) to the displayed cards 
including the drawn card; 

repeatedly displaying (21c) a drawn card in place 
of a displayed card a number of times up to a pre- 
set maximum number of times: and 
to assigning a score (21b) to the displayed cards 
each time a drawn card is displayed. 

3. A method as claimed in claim 2 further 
comprising the steps of initiating and playing a 
card value game (21 f) if a pre-set score is achieved 

;s by a user at the combination card game. 

4. A method as claimed in claim 3 wherein 
playing the card value game (21 f, 21 g) comprises 
the sub-steps of:- 

displaying an initial playing card face up: 
displaying a comparison playing card face down; 
receiving a user guess as to the value of the 
comparison card relative to the initial card; 
ending the game if the guess is wrong or, if the 
guess is correct, incrementing the user score and 
initiating another card value game by displaying a 
further initial card and a comparison card. 

5. A method as claimed in claim 4 comprising 
the further steps of continuing the card value game 
by assigning a score to a set of cards displayed in 

30 the card value game according to the combination 
of cards displayed. 

6. A method as claimed in any of claims 2 to 5 
in which the combination card game is played 
according to the rules of poker. 

35 7. A method as claimed in any of claims 3 to 6 

in which the card value game is played according 
to the rules of poker. 

8. A method as claimed in claim 1 in which the 
video game is a quiz game. 

jo 9. A method as claimed in claim 1 in which the 

video game is of the fruit machine type. 

10. A video game machine (1) having a video 
display unit (2), a user control panel (3). reception 
means (5) for reception of a user payment and a 

45 control unit (4) for directing the playing of a video 
game and the dispensing of a refund of maximum 
value up to. but not exceeding that of the user 
payment according to user success at the video 
game. 

50 1 1 A vicjo game machine as claimed in claim 

10 in which the video game is a combination card 
«t o' playing cards is displayed 
(21a) on the video display unit (2) and a score, is 
assigned (21a) to the cards according to the com- 

55 bmation of cards; and in which a user may replace 
a card with a drawn card (2 1c) up to a maximum 
pre-set number of times, the machine assigning a 
score (21c) to each set of cards displayed. 
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12. A video game machine as claimed in claim 

11 in which the machine initiates a card value 
game (21 e, 210 if a pre-set score is achieved by a 
user at the combination card game. 

13. A video game machine as claimed in claim 5 

12 in which an initial card is displayed face-up and 
a comparison card is displayed face down and a 
user guess may be received as to the value of the 
comparison card relative to the initial card, and in 
which the game is ended (21 h) if the guess is ro 
wrong or. if the guess is correct, the user score is 
incremented and another card value game may be 



12 in which the control unit (4) comprises means is 
for assigning a score (21 j) to a set of cards dis- 
played face-up in the card value game. 

15. A video game machine as claimed in claim 

1 1 in which the combination card game is played 
according to the rules of poker. 20 

16. A video game machine as claimed in claim 

12 in which the card value game is played accord- 
ing to the rules of poker. 

17. A video game machine as claimed in claim 

10 in which the video game is a quiz game. 25 

18. A video game machine as claimed in claim 
10 in which the video game is of the fruit machine 
type. 

19. A video game machine comprising:- 

a v/ideo display unit (2): a user control panel (3); 30 
acceptance means (15) for accepting currency or 
tokens representing currency; and a control unit (4) 
having means for directing the playing of at least 
two mutually separate and independent video 
games, including a non-payment game which is as 
initiated without user payment of currency or to- 
kens representing currency and a payment game 
which is initiated only with user payment of cur- 
rency or tokens representing currency, and means 
for |udging user success at each game. 40 
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14. A video game machine as claimed in claim 
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